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Berdasarkan  fenomena  yang  ada  saat  ini  mengenai  minimnya  waktu  yang  
dihabiskan  bersama,  seperti  kesibukan  orang  tua  dalam  bekerja,  dan  anak  sibuk  
dengan  sekolah.  Maka  dilakukan  pendekatan  dengan  media  board  game  guna  
menghindari  penggunaan  gadget .  Sehingga  rumusan  masalahnya  adalah  
bagaimana  merancang  board  game  untuk  meningkatkan  quality  time  keluarga.  
Metode  penelitian  dengan  kualitatif  dan  kuantitatif,  yaitu  menggunakan  kuesioner,  
wawancara  ahli  psikolog  dan  ahli  board  game,  dan  melakukan  fgd  terkait  quality  
time  pada  keluarga  dan  perancangan  board  game .  Kemudian  dalam  mendesain  
digunakan  metode  perancangan  board  game .  Sehingga  didapatkan  sebuah  board  
game  berjudul  “Apa  yang  kamu  suka?”  yang  didesain  secara  khusus  untuk  
keluarga  dengan  konten  kegiatan  favorit.  Melalui  tiga  jenis  kartu  pertanyaan  yang  
ada  pada  permainan,  pemain  dapat  mengenal  dan  mengetahui  satu  sama  lain.  
Kesimpulan  dari  perancangan  board  game  ini  adalah  sudah  terdapat  interaksi  dan  
komunikasi  antar  keluarga,  hingga  dapat  meningkatkan  quality  time  antar  
keluarga.  
Kata  Kunci:  user  interface ,  user  experience ,  board  game,  quality  time ,  keluarga  
  




Based  on  the  current  phenomenon  regarding  the  lack  of  time  spent  together,  such  
as  busy  parents  at  work,  and  children  busy  with  school.  An  approach  is  made  with  
board  game  as  a  media  to  avoid  using  gadgets.  The  problem  formulation  is  how  to  
design  a  board  game  to  increase  family  quality  time.  Using  qualitative  and  
quantitative  research  methods,  such  as  questionnaires,  interviews  with  
psychologists  and  board  game  experts,  and  doing  fgd  related  to  quality  time  in  
families  and  board  game  design.  In  designing,  the  board  game  design  method  is  
used.  The  board  game  is  entitled  "What  do  you  like?"  that  specially  designed  for  
families  with  content  from  their  favorite  activities.  Through  the  three  types  of  
question  cards  in  the  game,  players  can  get  to  know  and  know  each  other.  The  
conclusion  from  the  design  of  this  board  game  is  that  there  is  already  interaction  
and  communication  between  families,  even  to  increase  the  quality  time  between  
families.  
Key  Words:  user  interface ,  user  experience ,  board  game,  quality  time ,  family  
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